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® In an electronic devicep a plurality of images of 
each of the parts which constitute a character is 
contained along with a corresponding plurality of 
different parameters in a ROM. A parameter indica- 
tive of a character created by a controller is cal- 
culated from parameters corresponding to the re- 
spective images of the parts which constitute the 
character. The indication of an indicator which sets 
the progress of a game is controlled In accordance 
with the calculated character parameter. In more 
detail, first, the user selects images of the parts 
stored in the ROM and creates a character used In 
the game with those selected part images. The con- 
troller reads parameters corresponding to the Im- 
ages of the parts of the character and calculates a 
parameter of the character from those read param- 
eters. A display displays an indicator which controls 
the progress of the game. The indicator changes at 
a speed con'esponding to the calculated parameter. 
The indication of the Indicator is determined by the 
operation of the user. Since the progress of the 
game is controlled in accordance with the indication 
of the indicator, the user himself is permitted to 
participate in the progress of the game. 
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The present invention relates to electronic 
game devices, and more particularly to an elec- 
tronic game device and method for playing a 
game, using selected or created characters. 

Conventionally, electronic game devices are s 
known which create portrait images by combining 
beforehand stored images of the respective parts 
of the face of a human being, an animal, etc., and 
play a game, using the portrait images. 

In an electronic game device of this kind, the io 
progress of the offense/defense of a game is con- 
trolled on the basis of parameters obtained from 
numerical values allocated to the respective part 
images which constitute a portrait. Thus, there Is 
the problem that the users cannot directly influence 75 
the result of the game and that the game is monot- 
onous and not interesting. 

It is therefore an object of the present invention 
to provide a game device and method in which the 
user is able to directly participate in and influence 20 
the progress and result, respectively, of the game 
to thereby provide an interesting game. 

In order to achieve the above object, the 
present invention provides an electronic game de- 
vice comprising: 25 

storage means which contains a plurality of 
character data and a like number of score data 
each allocated to a respective one of items of the 
character data In a corresponding relationship; 

select means for selecting a character data 30 
item from among the character data contained in 
the storage means; 

display means for changing displayed data at a 
speed depending on a score data item correspond- 
ing to the character data item selected by the 35 
select means; 

externally operated switch means; and 
game control means for controlling the 
progress of the game after the externally operated 
switch means is operated in accordance with the 40 
displayed data on the display means present when 
the externally operated switch means is operated. 

In order to achieve the above object, the 
present Invention provides an electronic game 
method, using a device which includes a display, 45 
and a storage which contains a plurality of different 
scores and a like number of characters in cor- 
responding relationship, comprising the steps of: 

selecting one of the characters contained in the 
storage; 

displaying an indicator on the display; 

changing the displayed contents of the indica- 
tor at a speed depending on a score allocated to 
the selected character; 

stopping the indicator in response to an exter- 55 
nal operation; and 

controlling the progress of the game in cor- 
respondence to the displayed contents of the stop- 



ped indicator. 

Therefore, according to the present invention, 
the progress of the game Is controlled on the basis 
of the score allocated to the character (game play- 
er) as well as the indication of the indicator stop- 
ped by the user, so that the user himself is able to 
participate in the progress of the game. 

FIG. 1 is a block diagram indicative of the struc- 
ture of an electronic game device as a first 
embodiment of the present invention; 
FIG. 2 shows one example of a plurality of 
images of each of the parts of a human face 
stored in a ROM of FIG. 1; 
FIG. 3 shows an illustrative structure of a RAM 
of FIG. 1; 

FIG. 4 is a flowchart indicative of the basic 
operation of the electronic game device of FIG. 
1; 

FIG. 5 is a flowchart indicative of the details of a 
data input process shown in FIG. 4; 
FIG. 6 is a flowchart indicative of a first part of a 
game process performed in the first embodi- 
ment: 

FIG. 7 is a flowchart indicative of the remaining 
part of the game process continued from the 
flowchart of FIG. 6; 

FIG. 8 is a flowchart indicative of a further part 
of the game process combined with those parts 
of the game process of FIGS. 6 and 7; 
FIG. 9 is a flowchart Indicative of the details of a 
ball rotation process of FIG. 7; 
FIGS. 10A, 10B, 100 and 10D each show a 
displayed example of a scene occurring in a 
game played in the first emt)odiment; 
FIGS. 11A. 11B. 110 and 11D each show a 
further displayed example of a scene occurring 
In the game played in the first embodiment; 
FIGS. 12A, 12B. 12c, 12D and 12E each show a 
still further displayed example involved in the 
game played in the first embodiment; 
FIG. 13 is a flowchart indicative of the details of 
an offense process performed in a second em- 
bodiment of the present invention and continued 
from the flowchart of FIG. 6; 
FIG. 14 is a flowchart indicative of the details of 
a defense process performed In the second 
embodiment of the present invention and related 
to the flowcharts of FIGS. 6 and 13; 
FIG. 15 is a flowchart indicative of the details of 
a free throw process performed in the second 
embodiment of the present Invention and related 
to the flowchart of FIG. 13; 
FIG. 16 is a flowchart indicative of the details of 
a shoot power setting process of FIG. 13; 
FIGS. 17A. 178 and 17C each show an illustra- 
tive scene occurring in a game; 
FIGS. 18A, 188 and 18C each show a further 
illustrative scene occurring in the game; 
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FIGS- 19A and 19B each show a further illustra- 
tive scene occurring in the game; 
FIG. 20 shows an example of a display on a 
shoot power level meter; 

FIOS. 21 A, 21 B and 21 C each show an illustra- s 
tlve scene occurring in a game; 
FIGS. 22A, 228, 22C and 22D each show an- 
other illustrative scene occurring in the game; 
FIG. 23 shows an illustrative display of scores; 
and 10 
FIGS. 24A, 248. 24C. 24D. 24E and 24F each 
show an illustrative scene occurring in a game. 
Several preferred emtx>diments of an electron- 
ic game device and method according to the 
present invention will be described next with refer- 15 
ence to the drawings. 

[First Embodiment] 

FIG. 1 is a block diagram indicative of the 20 
structure of an electronic game device as a first 
embodiment of the present invention. The elec- 
tronic game device of FIG. 1 is composed of a 
controller 11; and an input unit 13» and ROM 15. 
RAM 17. sounding unit 19. display driver 21. trans- 25 
mitter 23, and receiver 25 each connected to the 
controller 1 1 with a display 27 being connected to 
the display driver 21 . 

The controller 1 1 is composed of a central 
processing unit and its peripheral circuits, and con- 30 
trols the respective components of the device and 
executes the game . programs shown by the 
flowchart of FIGS. 4-9. 

The Input unit 13 is composed of an alphanu- 
meric key unit 13A which keys in charac- as 
ters/numerals; mode key 138 which sets an oper- 
ational mode; OK key 130 which fixes the input; 
record key 13D which records various data; and 
upward cursor key 14A, downward cursor key 148, 
rightward cursor key 140 and leftward cursor key 40 
14D each used to designate a direction in which 
the cursor moves. 

As shown in FIG. 2, the ROM 15 contains 
programs which execute games, the processes of 
which are shown In FIGS.4-9, and data on various 45 
images of each of the parts which constitute a 
human face. The parts of the human face are, for 
example, a contour, hair style, eyebrows, eyes, 
etc., with each image having a predetermined al- 
located parameter value (score). 50 

As shown in FIG. 3. the RAM 17 is composed 
of a display register 171 which stores display data; 
mode register 173 which stores mode data; In- 
dividuals* data area 175 which is capable of storing 
individuals* names, the numbers of the images of 55 
the parts which constitute a portrait (character) of 
each of individuals, and parameters indicative of a 
control, defensive force and luck degree of that 



individual used to play a game; a game data area 
of this side 177 which stores game data area of 
this side; and a game data area of the other side 
179 which stores the game data of the other side. 

The sounding unit 19 is composed of a speak- 
er 191 and an amplifier 193 and produces an effect 
sound for a game under control of the controller 
11. 

The display driver 21 displays data stored in 
the display register 171 on the display 27 under 
control of the controller 11. The display 21 is 
composed, for example, of a dot matrix type liquid 
crystal display. 

The transmitter 23 is composed of a transmit- 
ting circuit 231. light emitting element (diode) 233. 
and driver (transistor) 235 and transmits data deliv- 
ered from the controller 1 1 to the other side. 

The receiver 25 Is composed of a receiving 
element (phototransistor) 251 and a receiving cir- 
cuit 253. and receives data delivered from a trans- 
mitter 23 of an electronic game device of the other 
side and delivers the data to the controller 11 of 
this side. 

The operation of the electronic game device, 
thus constructed, will be described with reference 
to flowcharts of FIGS. 4-9. 

The electronic game device of this embodi- 
ment performs (1) a data inputting process where 
data is Input and a portrait (or face montage) image 
is created from the data and recorded when a 
mode flag M set in the mode register 173 is "1"; 
and (2) a game process where a (succor) game is 
played, using the portrait when the mode flag M is 
"0". 

Rrst, when any key of the input unit 13 is 
depressed, the kind of the depressed key is deter- 
mined at step SI of FIG. 4. When the depressed 
key is the mode key 138. the value of the mode 
flag M Is inverted to change the operational mode 
(steps S2-S4). 

When the depressed key is other than the 
mode key 138, the controller 11 determines the 
value of the mode flag M (step S5). If the value of 
the mode flag M is "1", the controller 11 performs 
the data inputting process (step S6). If the value of 
the mode flag M is "0". the controller 11 performs 
the game process (step 87). 

The data inputting process performed at step 
S6 will be described with reference to FIG. 5. Rrst. 
the controller 1 1 writes display data into the display 
register 171. and controls the display driver 21 to 
display a message that data should be input to the 
display 27 (step Tl). 

When a new portrait Is to be created, the user 
operates the alphanumeric key unit 13A to key in 
the name of the portrait (steps T2, T3). When 
keying in the name ends, the user depresses the 
record key 13D so that the input name data is 
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stored in an empty area of the indivlduals's data 
area 175 (stepT4. T5). 

The controller 11 then produces a portrait com- 
posed of combined No. 1 images of the different 
parts stored in the ROM 15 and displays the por- 
trait along with the message that the portrait should 
partially be changed, if desired (step T6). 

When there is any image to be changed, the 
user operates the upward and downward cursor 
keys 14A and 14B to select the part having that 
image (steps T7, T8) and operates the rightward 
and leftward cursor keys 14C and 14D to select 
any desired one of the images of the selected part 
(steps T9, T10). In accordance with the change of 
the Image, the portrait is reconstructed and dis- 
played (step Til). 

When the created portrait is satisfactory, the 
user depresses the record key 13D. The controller 
11 stores the image numbers of the respective 
parts which constitute the created portrait in the 
individuals* data area 175 in correspondence to the 
name stored at step T5 (steps T12, T13). 

The controller 1 1 then calculates parameters of 
a control, defensive force and luck degree used in 
the game on the basis of the values allocated to 
the respective Images which constitute the portrait 
in accordance with a predetermined operation ex- 
pression (step T14). For example, the value of the 
control Is the sum of the respective numerals al- 
located to the images of the contour, hair style and 
eyebrows. 

The controller then stores the respective cal- 
culated parameter values in the corresponding lo- 
cations of individuals' data area 175 (step T15). 
Control then retums to the main flow of FIG. 4 to 
thereby end the process. 

When the upward or downward cursor key 14A 
or 14B is depressed in a state where the data input 
display is made at step T1 of FIG. 5. the controller 
sequentially retrieves and displays the stored data 
in accordance with the key depression (step T16. 
T17). Control then returns to the main flow of FIG. 
4 to thereby end the process. 

The gam© process performed at step S7 of 
FIG. 4 will be described next with reference to 
FIGS. 6-12. 

FIGS. 6-9 are a flowchart indicative of the de- 
tails of the game process. FIGS. 10-12 each show 
an example of display obeying the progress of the 
game. 

The game played by this electronic game de- 
vice will first be described. This game is played, 
using two electronic game devices of the same 
type and two respective portraits selected by those 
electronic game devices while making communica- 
tion to each other. 

Rrst. the respective users select any desired 
portraits (succor players) and inform each other of 



the selected portraits by communication. Both the 
users play a succor penalty kick (PK) with the 
respective selected portraits. Parameters indicative 
of a control, defensive force and luck degree are 

5 set for each of the portraits. The control is the 
ability of the kicker (offense) while the defensive 
force is the keeper's ability. The luck degree influ- 
ences both the abilities. 

The offense user designates a point in the goal 

10 at which the user aims at and a position on the ball 
at which the user kicks the ball and starts offense 
(or kicks the ball). The defense user designates a 
position in the goal which the defense user defen- 
ses (keeper's move), and defenses the goal. 

15 It is determined on the basis of the parameters 

and the designations of the offense and defense 
whether the ball enters the goal. 

A predetermined numt)er of offense and de- 
fense turns is played by exchanging the offense 

20 and defense altemately to decide victory and de- 
feat. 

The process for playing the game will be de- 
scribed next. Rrst, each user operates the upward 
and downward cursor keys 14A and 14B to retrieve 

25 the data stored in the individuals' data area 175 of 
the electronic game device thereof. This key opera- 
tion is detected at step PI and the result of the 
retrieval is displayed, for example, as shown in 
FIG. 10A (steps PI, P2). When a desired portrait Is 

30 displayed, the user depresses the OK key 130 
(step P3). In response to this key operation, the 
controller 1 1 displays on the display 27 the respec- 
tive parameters set for the selected portrait, for 
example, as shown in FIG. 10B. Confimning the 

35 display, the user determines to play the game, 
using the portrait as a character (player), and then 
operates the OK key 13C. When the user changes 
the portrait, he operates the upward or downward 
cursor key 14A or 14B to perform the portrait 

40 selection process mentioned above (steps P1-P4). 

In response to the operation of the OK key 
130, the controller 11 stores data on the numbers 
of the images of the respective parts which con- 
stitute the selected portrait, and data on param- 

46 eters indicative of the control, defensive force and 
luck degree in the data area of this side 177 (steps 
P5. P6). 

The controller 11 controls the transmitter 23 
and receiver 25 on the controller side to make 

60 communication with the electronic game device of 
the other side to provide Infonmatlon on the portrait 
and the parameters selected by the control side for 
the other side and receives information on the 
parameters and the portrait selected by the other 

55 side (step P7). The transmission and reception of 
data are iterated until they end between both the 
opposing electronic game devices (steps P7, PS). 
In the transmission and reception process, it is 
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determined which of both the users becomes the 
offense or defense at the beginning of the game. 

When the termination of the data transmission 
and reception is detected at step PS, that controller 
1 1 stores the received data in the data area of the 
other side 179 on the control side and displays 
which of the portraits is the offense or defense, for 
example, as shown in FIG. IOC (step P9). 

The controller 11 then determines whether the 
controller 11 Itself is of the offense or defense (step 
P10). If the controller 11 is of the offense, control 
passes to step P11 while If the controller is of the 
defense, control passes to step P33. 

First, the operation of the offense will be de- 
scribed below. At step P11 the controller 11 dis- 
plays the goal of the succor game on the display 
27 through the display driver 21. The user of the 
offense operates the cursor keys 14A-14D to select 
a desired one from among about ten preset posi- 
tions in the goal at which the user aims at the goal 
(step PI 2). When this setting ends, the user op- 
erates the OK key 13C. which is detected at step 
PI 3. Thus, the controller 11 displays on the display 
27 concerned the goal and the ball, for example, as 
shown in FIG. 10D (step PI 4). 

At this time, the user operates the OK key 13C, 
which Is detected at step PI 5. so that the controller 
performs a ball rotation process at step PI 6. the 
details of which are shown in FIG. 9. This process 
at step PI 6 is performed in order to cause the user 
himself to select a position on the ball at which the 
offense kicks the bail (the percentage of success at 
which the ball enters a goal) so as to allow the user 
himself to influence the progress of the game and 
whether the ball enters the goal. 

First,, the controller 11 determines the control 
value of the parameters stored in the data area of 
this side 177 on the side thereof (steps P161. 
P162). When the control value is less than 5, the 
controller displays a moving indicator B on the ball 
and moves the indicator at high speed, for exam- 
ple, as shown in FIG. 11A (step PI 63). If the 
control value is 6-10, the controller moves the 
Indicator at middle speed (steps PI 64). if the con- 
trol value Is more than 11, the controller moves the 
indicator at low speed (pi 65). 

This indicator is used to designate a position 
where the kicker kicks the ball. The indicator 
moves at a designated speed through the respec- 
tive positions shown enlarged in FIG. 1 1 B in order 
of B2— Bl-B3-*B1^B4-^B1 

— B5-^B1 -►BS-BI -B7-*B1 -^B8-*B1 -B9-^B1 -^B^ 
— B1... 

The user operates the OK key 130 such that 
the indicator stops at an optimal position, while 
viewing the move of the indicator. This key opera- 
tion is detected at step PI 66 at which time the 
position of the indicator is designated (PI 67^. The 



controller 11 determines the position of tiie indica- 
tor. When the position of the indicator Is at 82, 83 
or B9, the controller decreases the defensive force 
of tills side by 20 (steps PI 68, PI 69). If the indica- 
5 tor position Is at B4, B5, 87 or B8, the controller 11 
compares the direction set at step PI 2 where the 
goal is aimed at witii the position of the indicator 
on the bail. If botii are in the same direction, the 
controller decreases the defensive force on the 

10 side thereof by 15. If both are in opposite direc- 
tions, the controller decreases the defensive force 
by 10 (steps P170-P173). Thus, the probability that 
the ball will enter the goal changes in dependence 
on the stopping position of the indicator. 

75 The controller 1 1 then communicates the aim- 

ing position set at step PI 2 and the parameters of 
the defensive forces set at step PI 69, PI 72 and 
PI 73 to the other side through the transmitter 11 
and the receiver 25 (step PI 74). Thereafter, control 

20 passes to step PI 7 of FIG. 7. 

At step P17 the controller 11 displays a shoot- 
ing scene, for example, as shown in FIG. 110, and 
moves the keeper and ball in correspondence to 
the received data and input data at step PIS, for 

25 example, as shown in FIG. 11D. 

The controller tiien determines whether the 
keeper and the position in which the ball is kicked 
are in the same direction (step P19). If not. control 
passes to step P22 to be described later. 

30 If the keeper and the position in which the ball 

is kicked are In tiie same direction, the controller 
compares the parameters of the opposing sides. In 
more detail, the controller calculates a parameter 
RA which indicates the defensive force on the side 

35 thereof minus the parameter value of the defensive 
force of the other side and a parameter RB which 
indicates the luck degree on the controller side 
minus the parameter value indicative of the luck 
degree of the other side (step P20). The controller 

40 determines whether the sum of RA and RB is 
greater than 0. If so. the controller determines that 
the ball on the side thereof has reached the goal 
(step P21). 

When the controller determines at step P21 
45 that the ball has entered the goal, or at step PI 9 
that the keeper and the position in which the ball is 
kicked are in the opposite directions, the controller 
determines whether the user on the side thereof is 
the offense (step P22). If so, the controller displays 
50 a goal, for example, as illustrated in FIG. 12A. to 
thereby add to tiie score (step P23). If the user Is 
the defense, its controller displays that the de- 
fense's goal has been entered by the offense's 
ball, as Illustrated in FIG. 12B (step P24). 
55 If the offense's ball fails to enter the goal, the 

controller displays that the kicked k^ll has been 
caught, as illustrated in FIG. 120 (steps P25. P26). 
If the user Is the defense, the controller displays 
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that the keeper has caught the ball, as illustrated In 
FIG. 12D (steps P25. P27). 

After the Indication process at steps P23. P24, 
P26 and P27, the controller restores the defense's 
parameters to their original values (step P28) and 
determines whether a victory or defeat in a penalty 
kick was decided (step P29). 

If so, a report on the victory or defeat is dis- 
played to thereby terminate the game (step P30). If 
not, both the opposing sides' scores are displayed, 
as shown in FIG. 12E (step P31) and the offense 
and defenses are exchanged (step P32). Control 
then returns to step P10, where the game contin- 
ues. 

When the controller determines at step P10 of 
FIG. 6 that it is of the defense, control passes to 
step P33 of FIG. 8. where the controller displays 
the goal on the display 27. The user of the defense 
operates the rightward and leftward cursor keys 
14G and 14D to indicate the keeper's moving di- 
rection (step P34). Subsequently, the controller 11 
waits for arrival of data from the electronic game 
device of the other side. 

When the controller receives data from the 
other side, it transmits data on the keeper's moving 
direction to the other side (steps P35. P36). Control 
then passes to step PI 7 of FIG. 7. 

As described above, according to the elec- 
tronic game devices of this embodiment, the users 
are able to create portraits and enjoy a penalty 
kick, using the portraits and directly participate in 
the progress of the game and influences the results 
of the game, so that the users experience an 
interesting game. 

While in the embodiment the moving speed of 
the indicator on the ball Is controlled on the basis 
of the parameter "control" allocated to the portrait, 
the indicator may be moved on the goal such that 
the user may depress the OK key 130, for exam- 
ple, In the designation process of the aiming posi- 
tion performed at step Pi 2 to detenmine the aiming 
position. Also, in this case, the moving speed of 
the indicator is controlled, for example, on the 
basis of parameter "control". The moving direction 
of the keeper designated at step P34 may be 
Indicated by the indicator. 

[Second Embodiment] 

While in the first embodiment the example of 
application of the invention to the succor game has 
been illustrated, the Invention is applicable to other 
games. A second embodiment of the invention 
applied to a basket ball game will be described 
below. The electronic game device of the second 
embodiment is the same in structure as that of the 
first embodiment of FIGS. 1-3. 



The game played in the electronic game de- 
vice of the second embodiment will be described. 
This game Is played by two players through the 
corresponding electronic game devices while com- 

5 municating requested data, using selected portraits. 
The respective users select any portrait (basket 
ball player) and communicate the selected portraits 
to each other. The respective portraits selected by 
both the users alternately play offense and defense 

10 and each offense shoots the ball five times in all. 
When the game is drawn, a free throw is made 
alternately until victory or defeat is decided. In the 
present embodiment a shoot power (which deter- 
mines the percentage of success in shooting) is 

76 used as a parameter for deciding victory or defeat. 

The process for playing this game will be de- 
scribed next. As in the first embodiment, the re- 
spective opposing users select portraits as players 
at steps P1-P6 of FIG. 6. The respective controllers 

20 1 1 make communication with each other to provide 
information on the selected portraits and param- 
eters (steps P6-P8)- When the completion of the 
transmission/reception is detected at step P8, the 
controller 11 stores the received data In the data 

25 area of the other side 179 and displays which of 
the portraits is the offense or defense, for example, 
as show:n in FIG. IOC (step P9). 

Each controller 1 1 detenmlnes whether it is of 
the offense or defense (step P10). If it is of the 

30 offense, control passes to step Q1 of FIG. 13 while 
If it Is the defense, control passes to step Q25 of 
FIG. 14. 

First, the operation of the offense will be de- 
scribed next. At step Q1 the controller 11 of the 

36 offense displays a basket ball goal, player of the 
defense and arrow*like indicator 41 indicative of the 
offense direction, as shown in FIG. 17A. on the 
display 27 through the display driver 21. The user 
of the offense operates the cursor keys 14A-14D to 

40 move the indicator 41 to set the direction In which 
the player aims at the goal (step Q2). 

Five selectable directions in which the player 
aims at the goal are set which are the front of the 
goal shown in FIG. 17A, the direction of connecting 

45 a left-hand position before the goal and the right- 
hand goal post in FIG. 17B, the direction of con- 
necting a more left-hand position before the goal 
and the left-hand goal post shown In FIG. 17C. the 
direction of connecting a right-hand position before 

50 the goal and the left-hand goal post, and the direc- 
tion of connecting a more right-hand position be- 
fore the goal and the right-hand goal post. When 
the selection of any desired one of the five direc- 
tions ends, the user of the offense operates the OK 

55 key 13C. 

This key operation is detected at step 03, 
where the controller 11 of the offense shows the 
shoot power level meter 271 at the left end of the 
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display screen, for example, as shown in FIG. 19A 
(step Q4). This shoot power level meter 271 is 
used to cause the user himself to determine the 
percentage of success in shooting indirectly. Con- 
firming the display on the display screen, the user 
of the offense operates the OK key 13C, which Is 
detected at step Q5 and hence a shoot power 
setting process Q6, the details of which is shown in 
FIG. 16, is perfonmed. 

The shoot power setting process at step Q6 
which allows the user (player) of the offense to 
influence the progress of the game and the suc- 
cess/failure in reaching the goal will be described 
with reference to FIG. 16. 

Rrst, the controller 11 of the offense deter- 
mines the control value stored in data area of the 
offense 177 (steps Q31. Q33). If the control value is 
equal to. or less than, 5, the controller 11 ex- 
tends/compresses a black band of the shoot power 
level meter 271 (FIGS. 19A. 19B) at high speed as 
shown in FIG. 20A-D (step Q32). When the control 
value is 6-10, the controller 11 extends/compresses 
the black band at middle speed (step Q34). When 
the control value is equal to, or more than, 11. the 
controller 1 1 extends/compresses the black band at 
low speed (step Q35). 

The user of the offense operates the OK key 
130 so that the length of the black band of the 
shoot power level meter 271 is maximized. The 
controller 11 of the offense detects this key opera- 
tion at step CI6 and detects the length of the black 
band (shoot power level) of the shoot power level 
meter 271 at the time (step Q37). The controller 1 1 
compares the detected shoot power level with pre- 
determined reference values A1-A3. As shown in 
FIG. 20(A), when the shoot power level is less than 
the reference value A3, the controller 1 1 decreases 
by -20 the defensive force of the offense stored in 
the data area of this side 177 (steps 038, Q39). 
When the shoot power level is equal to, or more 
than, the reference value A3 and less than A2, as 
shown in FIG. 20(B), the controller 11 decreases 
the defensive force by 5 (steps 040, 041). When 
the shoot power level is equal to. or more than, the 
reference value A2 and less than the reference 
value A1. as shown in FIG. 20(C), the controller 11 
maintains the defensive force as it is (steps Q40. 
041). As shown in FIG. 20(D). the shoot power 
level is equal to, or more than, the reference value 
Al , the controller 1 1 increases the defensive force 
by 10 (steps 042, 043). 

The controller 11 of the offense transmits 
through the transmitter 23 and receiver 25 of the 
offense data on the direction set at step 02 in 
which the offense alms at the goal and the defen- 
sive force corrected and set at steps Q31 and Q43 
to the other skle (defense) (step 044). The control- 
ler 11 of the offense also receives from the other 



side data on the defensive position set at step 026 
of FIG. 14 to be described later in more detail. 
Thereafter, control passes to step 07 of FIG. 1 3. 
At step Q7 the controller of the offense dis- 

5 plays a shooting scene on the display 27, for 
example, as shown in FIG. 21 A, Subsequently, the 
controller 11 of the offense moves the players in 
accordance with the direction set at step 02 in 
which the offense aims at the goal and the data (on 

10 the defensive position of the defense to be de- 
scribed later in more detail) received at step 044, 
as shown in FIGS. 218 and 210. to thereby 
progress the game (step 08). 

The controller 11 of the offense determines 

76 whether the offense and defense directions are the 
same (step 09). If not, control passes to step 012. 
If so at step 09, the controller 11 of the offense 
compares the offense and defense parameters 
(step Q10). In more detail, the controller of the 

20 offense calculates a parameter PA which is the 
value of the defensive force of the offense minus 
the value of the defensive force of the defense and 
a parameter PB which is the luck degree of the 
offense minus the luck degree of the defense. The 

25 controller of the offense determines whether the 
sum of the parameters PA and PB is greater than 
0. If so. the controller 11 determines that the ball 
has entered the goal (success in shooting) (step 
Oil). 

30 When the controller 11 of the offense deter- 

mines the success in shooting at step Oil, or at 
09 that the offense and defense (keeper) directions 
are different, it determines whether the player is of 
the offense (step PI 2). If so, the controller 11 of 

35 the offense displays a^ shooting scene shown in 
FIG. 22A on the display 27 (step 013). Subse- 
quently, it also displays on the display 27 a scene 
indicative of the success in shooting, as shown in 
FIG. 22B, and adds to the score (step 014). If the 

40 player is of the defense, the controller 11 on the 
side thereof displays on the display 27 of the 
defense side a scene where shooting has suc- 
ceeded, shown in FIG. 22B (step 014). 

If shooting fails and the player is of the offense, 

45 the controller 11 of the offense displays on the 
display 27 a scene in which the shooted ball has 
rebounded, as shown in FIG. 22C (step Q16), and 
displays a scene where shooting has failed, as 
shown In FIG. 22D (step 017). If shooting fails and 

so the player Is of the defense, the controller of the 
defense displays "No gear on the display of the 
defense, as shown in FIG. 220 (step 017). 

After the display at step 014 or 017, the 
controller 11 of the offense restores the parameters 

65 of the defense corrected at step 06 to their original 
values (step 018). Thereafter, the controller 11 
determines whether victory and defeat were de- 
cided (step 019). 



7 



13 



EP 0 686 944 A2 



14 



If SO, the controller 1 1 displays a report on the 
victory/defeat on the display 27 to thereby end the 
game (step Q20). If not at step 19, the controller 
displays the respective scores of the opposing 
sides, as shown In FIG. 23 (step Q21). 

Subsequently, the controller determines wheth- 
er the offense and defense each have been per- 
formed by five times (step Q22). If not, the offense 
and defense are exchanged (step Q23). Subse- 
quently, control returns to step PIO of FIG. 6, 
where the game continues. 

The determination of YES at step Q22 Is made 
when the game ends and the scores of both the 
sides are the same, in which case a free throw is 
made to decide victory or defeat. Control then 
passes to step Q51 of FIG. 15 to be described later 
in more detail. 

When the controller 11 determines that the 
user thereof is of the defense at step P10 of FIG. 6, 
control passes to step Q25 of FIG. 14. where the 
controller 11 displays the goal and defense on the 
display 27. The user of the defense operates the 
cursor keys 14A-D to instruct the controller to give 
a shadow 273 to the defensive position of the 
defense, as shown in FIGS. 18A-18C (step Q26). 
The defensive position is selected from among the 
central, right and left ones. 

Subsequently, the controller 1 1 waits for arrival 
of data from the electronic game device of the 
other side at step Q44 (step Q27). 

The controller 11 receives from the other side 
data on a direction in which the other side aims at 
the goal of the defense and the corrected defen- 
sive force of the other side, and delivers data on 
the defensive position of the defense designated at 
step Q26 to the other side (step Q28). Control then 
passes to step PI 7 of FIG. 7, where the controller 
continues the game. 

The free throw of FIG. 15 will be described 
next. First, at step Q51 the offense and defense are 
exchanged by each other. Thereafter, at step Q52 
the controller 11 determines whether this side is of 
the offense or defense. If this side is of the offense, 
the controller 11 of this side displays the goal, 
defense player, and shoot power level meter 271 of 
the other side, for example, as shown In FIGS. 19A 
and 19B on the display 27 (step Q53). In response 
to this display, the user operates the OK key 13C. 
which Is detected at step Q54 and a shoot power 
setting process at step Q55. the details of which is 
shown In FIG. 16, Is performed. 

Subsequently, the controller 11 displays a 
scene of a free throw on the display 27. for exam- 
ple, as shown in FIGS. 24A and 24B (step Q56) 
and moves the ball, as shown in FIGS. 24C and 
24D (step Q57). Sut)sequently. the controller 11 
detenmines whether the defensive force of the of- 
fense set in the shoot power setting process at 



step Q54 is equal to. or more than, the reference 
value A1. If so, the controller 11 determines that 
the free throw has succeeded (step Q58). 

When the controller 1 1 determines the success 

5 In the free throw at step Q58. the controller 11 
displays on the display 27 the success in the free 
throw, for example, as shown in FIGS. 24E and 
24F, and adds to the score (step Q59). If the free 
throw fails, the controller displays the failure in the 

10 free throw, for example, as shown in FIG. 22D (step 
Q60). 

After the display at steps Q59, Q60, the con- 
troller 11 restores the defensive parameters to their 
original values (step Q61). Thereafter, the controller 

15 1 1 determines whether victory or defeat has been 
decided (step Q62). 

If so, a report on the victory or defeat is dis- 
played to thereby end the game (step 063). If not, 
the controller displays the scores of both the op- 

20 posing sides (step Q64). Control then returns to 
step Q51 . where the game continues. 

When the controller determines at step Q52 
that this side is of the offense, the controller re- 
ceives the shoot power set at step Q55 from the 

25 electronic game device of the other side (step 
Q65). Control then passes to step Q56. 

As described above, according to the elec- 
tronic game devices of this embodiment, portraits 
(of players) are created and both the opposing 

30 users are able to enjoy a basket ball game, using 
the portraits, in addition, since the users directly 
participate In the progress of the game and Influ- 
ence the result of the game, the users are able to 
experience an interesting game. 

36 While the present embodiment has illustrated 
that, the controller controls the moving (extend- 
ing/compressing) speed of the shoot power level 
meter 271 on the basis of the parameter "control" 
allocated to the portrait of the offense, the control- 

40 ler may adjust the moving speed of the level meter 
271 in accordance with other parameters. 

While in the present embodiments application 
of the present invention to a penalty kick of a 
succor game and a basket ball game has been 

45 illustrated, the invention is applicable to other 
games. 

For example, in a golf game, the controller may 
control a position and direction where the ball Is hit 
by stopping the moving indicator, and hence a 
50 success in putting the ball into the cup. In addition, 
in a baseball game, the controller may control a 
position where the batter hits a ball by stopping the 
indicator, or control the course of a ball which the 
pitcher throws by stopping the indicator to thereby 
65 control the progress of the game. 

In the first embodiment, the indicator is moved 
on the ball or the goal while in the second embodi- 
ment the length of the indicator is ex- 
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tended/compressed. However, the form of the in- 
dicator is not limited to those particular ones. If the 
Indication (indication value) Is changeable, any type 
of indicator may be used. For example, the color of 
the indicator may be changed or a numerical value 
indicative of the defensive force (the percentage of 
success in shooting) may be displayed and 
changed. 

The inventive electronic game device is ap- 
plicable not only to devices dedicated to games, 
but also to various other devices such as, for 
example, electronic notebooks, word processors, 
label printers, etc., which have the function of cre- 
ating any desired image of a portrait by selecting 
its part images from among a plurality of before- 
hand stored images of each of the parts which 
constitute a portrait. 

Claims 

1. An electronic game device comprising: 

storage means (175) which contains a plu- 
rality of character data and a like number of 
score data each allocated to a respective one 
of items of the character data in a correspond- 
ing relationship: 

select means (P1-P3) for selecting a char- 
acter data item from among the character data 
contained in said storage means; 

display means (PI 61 -PI 65) for changing 
displayed data at a speed depending on a 
score data item corresponding to the character 
data item selected by said select means; 

externally operated switch means (13C); 

and 

. . game control means (P68-P73) for control- 
ling the progress of the game after said exter- 
nally operated switch means is operated in 
accordance with the displayed data on said 
display means present when said externally 
operated switch means is operated. 

2. An electronic game device according to claim 
1 , comprising reception means (25) for receiv- 
ing at least data on a character as an opponent 
of the game from an external device; and 

wherein said game control means com- 
prises reception control means (P20) for con- 
trolling the progress of the game in accor- 
dance with a score corresponding to the at 
least data on a character received by said 
reception means. 

3. An electronic game device according to claim 
2i wherein the game is played by an offense 
and a defense which are parted from each 
other; 

said reception means receives character 



data and defense data from the external de- 
vice; and 

said game control means comprises 
played game control means (20) for controlling 
5 the progress of the game after said reception 

means has received defense data in accor- 
dance with at least the defense data received 
by said reception means. 

70 4. An electronic game device for playing a pen- 
alty kick of a succor game, comprising: 

select means (P1-P3) for selecting a play- 
er who plays the game; 

shoot designating means (PI 2) for des- 
75 ignating a position where the player selected 

by said select means shoots; 

ball designating means (PI 66) for desig- 
nating a position where the player selected by 
said select means kicks the ball; 
20 display control means (PI 8) for moving 

and displaying a goal keeper; and 

control means (PI 9) for controlling suc- 
cess/failure in reaching the goal in accordance 
with the moving direction of the goal keeper. 
25 and the designation of said shoot designating 

means and said ball designating means. 

5. An electronic game device according to claim 

4, wherein said shoot designating means com- 
30 prises indicator display means (P161-P165) for 

displaying an indicator which moves freely 
over the goal; 

indicator stop means (PI 66) for designat- 
ing the stoppage of the indicator displayed by 
35 said indicator display means, whereby said 

shoot designating means designates a position 
where the goal is to be shot in accordance with 
the position of the indicator stopped by said 
pointer stopping means. 

40 

6. An electronic game device according to claim 

5. comprising: 

player data storage means (175) which 
contains a plurality of different parameters and 
45 a like number of player images in correspond- 

ing relationship; 

said select means selecting one of the 
players stored in said player data storage 
means; and.. 

50 said indicator display means comprising 

indicator speed designating means (P161- 
P165) for changing the moving speed of the 
Indicator in dependence on a parameter cor- 
responding to the player selected by said se- 

55 lect means. 

7. An electronic game device according to claim 
4. wherein said ball designating means com- 
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prises ball Indicator display means (P16) for 
displaying an indicator which moves freely 
over the ball; 

ball indicator stop means (PI 66) for des- 
ignating the stoppage of the indicator dis- 
played by said ball indicator display means, 
whereby said shoot designating means des- 
ignates a position where the bait Is kicked In 
accordance with the position of the indicator 
stopped by said ball pointer stop means. 

6. An electronic game device according to claim 
7, comprising: 

player data storage means (175) which 
contains a plurality of different parameters and 
a like number of player Images in correspond- 
ing relationship; 

said select means selecting one of the 
players stored in said player data storage 
means; and 

said ball indicator display means compris- 
ing ball indicator speed designating means for 
changing the moving speed of the indicator in 
dependence on a parameter corresponding to 
the player selected by said select means. 

9. An electronic game device according to claim 
5, comprising: 

part image data storage means (15) which 
contains a plurality of images of each of parts 
for creating a player and a tike number of 
different parameters in con-esponding relation- 
ship; 

wherein said select means comprises: 

player image creating means (T6-T12) for 
creating a player image by combining images 
of parts contained in said part image data 
storage means; 

calculating means (T14) for calculating a 
parameter of the created player image from 
parameters conresponding to the Images of the 
parts of the player Image created by said 
player image creating means; and 

storage means (175) for storing the player 
image created by said player image creating 
means and the parameter calculated by said 
calculating means In a conresponding relation- 
ship, 

said Indicator display means comprising 
indicator speed designating means (T161- 
T165) for changing the moving speed of the 
indicator in accordance with a parameter cor- 
responding to the player Image selected by 
said select means. 

10. An electronic game device according to claim 
7, comprising: 

part image data storage means (15) which 



contains a plurality of images of each of parts 
for creating a player and a like number of 
different parameters In corresponding relation- 
ship; 

5 wherein said select means comprises: 

player image creating means (T6-T12) for 
creating a player image by combining images 
of parts contained in said part image data 
storage means; 

10 cateulating means (T14) for calculating a 

parameter of the created player image from 
parameters corresponding to the images of the 
parts of the player image created by said 
player image creating means; and 

IS storage means (175) for storing the player 

image created by said player image creating 
means and the parameter calculated by said 
calculating means in a corresponding relation- 
ship. 

20 said ball indicator display means compris- 

ing ball indicator speed designating means 
(PI 61 -PI 65) for changing the moving speed of 
the Indicator in accordance with a parameter 
corresponding to the player image selected by 

25 said select means. 

11. An electronic game device for playing a basket 
ball game, comprising: 

select means (P1-P3) for selecting a play- 
30 er who plays the game; 

shoot direction designating means (Q1-Q3) 
for designating a direction where the player 
selected by said select means shoots; 

shoot force designating means (Q31-Q36) 
35 for designating a shoot force with which the 

player selected by said select means shoots 
the ball; 

display control means (48) for moving and 
displaying a defender; and 

40 control means (Q9, Q10) for controlling the 

success/failure of the ball in reaching the goal 
in accordance with the moving direction of the 
defender, and the designations of said shoot 
direction designating means and said shoot 

45 force designating means. 

12. An electronic game device according to claim 
11, wherein said shoot designating means 
(Q31-Q35) comprises indicator display means 

50 for displaying an Indicator which moves freely 

on the court; 

indicator stop means (Q36) for designating 
the stoppage of the indicator displayed by said 
Indicator display means, whereby said shoot 

55 designating means designates a position 

where the goal is to be shot in accordance with 
the position of the indicator stopped by said 
pointer stopping means. 

10 
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13. An electronic game device according to claim 
12, comprising: 

player data storage means (175) which 
contains a plurality of different parameters and 
a like number of player images in correspond- s 
ing relationship; 

said select means (P1-P3) selecting one of 
the players stored in said player data storage 
means; and 

said indicator display means (Q31-Q35) to 
comprising indicator speed designating means 
for changing the moving speed of the indicator 
in dependence on a parameter corresponding 
to the player selected by said select means. 

76 

14. An electronic game device according to claim 
11, wherein said shoot force designating 
means (Q31-Q35) comprises indicator display 
control means for moving and displaying an 
indicator freely; 20 

indicator stop means (Q36) for designating 
the stoppage of the indicator displayed by said 
indicator display means, whereby said shoot 
force designating means designates a shoot 
force in accordance with the position of the 25 
indicator stopped by said pointer stop means. 

15. An electronic game device according to claim 
14, comprising: 

player data storage means (175) which 30 
contains a plurality of different parameters and 
a like number of player images in correspond- 
ing relationship; 

said select means (P1-P3) selecting one of 
the players stored in said player data storage 35 
. means; and 

said indicator display means comprising 
indicator speed designating means for chang- 
ing the moving speed of the indicator in de- 
pendence on a parameter corresponding to the 40 
player selected by said select means. 

16. An electronic game device according to claim 
12, comprising: 

part image data storage means (1 5) which 45 
contains a plurality of images of each of parts 
for creating a player and a like number of 
different parameters in corresponding relation- 
ship; 

wherein said select means comprises: 50 
player image creating means (T6-T12) for 
creating a player image by combining Images 
of parts contained in said part image data 
storage means; 

calculating means (T14) for calculating a 56 
parameter off the created player image from 
parameters corresponding to the images of the 
parts of the player image created by said 



player image creating means; and 

storage means (175) for storing the player 
image created by said player image creating 
means and the parameter calculated by said 
calculating means in a corresponding relation- 
ship, 

said indicator display means (Q31-Q35) 
comprising indicator speed designating means 
for changing the moving speed of the indicator 
in accordance with a parameter corresponding 
to the player image selected by said select 
means. 

17. An electronic game device according to claim 
12, comprising: 

part image data storage means (15) which 
contains a plurality of images of each of parts 
for creating a player and a like number of 
different parameters in corresponding relation- 
ship; 

wherein said select means comprises: 

player image creating means (T6-T12) for 
creating a player image by combining images 
of parts contained in said part image data 
storage means; 

calculating means (T14) for calculating a 
parameter of the created player image from 
- parameters corresponding to the images of the 
parts of the player image created by said 
player image creating means; and 

storage means (175) for storing the player 
image created by said player image creating 
means and the parameter calculated by said 
calculating means in a corresponding relation- 
ship. 

said indicator display, means (Q31-Q35) 
comprising Indicator speed designating means 
for changing the moving speed of the indicator 
in accordance with a parameter corresponding 
to the player image selected by said select 
means. 

ia An electronic game method, using a device 
which includes a display (27), and a storage 
(175) which contains a plurality of different 
scores and a like number of characters in 
corresponding relationship, comprising the 
steps of: 

selecting one of the characters contained 
in the storage (P1-P3); 

displaying an indicator on the display 
(Q55); 

changing the displayed contents of the in- 
dicator at a speed depending on a score al- 
located to the selected character (Q31-Q35); 

stopping the indicator in response to an 
external operation (Q36); and 

controlling (Q9. QIC) the progress of the 
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game in correspondence to the displayed con- 
tents of the stopped indicator. 
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